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MOTTO 



 “Success is not measured by wealth, success is an achievement 

that we want.” 

 “The formulas of a success are a hard work and never give up.” 

 “Intelligence is not the determinant of success, but hard work is 

the real determinant of your success. 

 “Learn from the mistakes in the past, try by using a different 

way, and always hope for a successful future.” 

 “When you have never made a mistake, it means you have not 

tried anything.” 

 Always be yourself and never be anyone else even if they look 

better than you. 

 “To get a success, your courage must be greater than your 

fear.” 

 “Do whatever you like, be consistent, and success will come 

naturally.” 
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INTISARI 

Lumi Coffee , yang merupakan tempat usaha yang bergerak di bidang 

makanan dan minuman. Untuk menampilkan produk yang buat, Lumi coffee 

masih menggunakan daftar menu pada umumnya yang menggunakan media 

kertas dan hanya menampilkan tulisan dari semua menu, maka Lumi coffee 

improvisasi di bidang teknologi.  

Augmented Reality adalah teknologi yang saat ini berkembang, Augmented 

Reality adalah teknologi yang menggabungkan virtual 2 dimensi atau 3 dimensi 

objek ke dalam lingkungan nyata secara real time. Ini teknologi dapat diterapkan 

di makanan maupun minuman yang bisa menampilkan bentuk penyajian dan isi 

dari menu yang tersajikan.  

Hasil yang diharapkan dari penelitian ini adalah aplikasi yang lebih inovatif 

dan informative dalam penggunaan Teknologi Augmented Reality. Diharapkan 

dari penelitian ini Lumi Coffee akan lebih banyak menggunakan teknologi 

sebagai media untuk mempromosikan semua produk yang ada. 

Keyword : 

Augmented Reality, Aplikasi, Android,Lumi Coffee ,Menu 
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ABSTRACT 

Lumi Coffee, which is a place of business engaged in the food and 

beverage sector. To display the products created, Lumi coffee still uses a menu 

list in general that uses paper media and only displays writing from all menus, so 

Lumi coffee is improvised in the field of technology. 

Augmented Reality is a technology that is currently developing, 

Augmented Reality is a technology that combines virtual 2-dimensional or 3-

dimensional objects into a real environment in real time. This technology can be 

applied to food and beverages that can display the form of presentation and 

content of the menu that is served. 

The expected result of this research is a more innovative and informative 

application in the use of Augmented Reality Technology. It is hoped that from this 

research, Lumi Coffee will use technology more as a medium to promote all 

existing products. 

 

Keywords : Augmented Reality, Aplikasi, Android,Lumi Coffee ,Menu 

 

 

 


